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Warning: 
Read before using your PlayStation*2 Computer 
Entertainment System. 


Avery small percentage of individuals may experience epileptic seizures when exposed to 
certain light patterns or flashing lights. Exposure to certain patterns or backgrounds ona 
television screen or while playing video games, including games played on the 
PlayStation®2 console, may induce an epileptic seizure in these individuals. Certain 
conditions may induce previously undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience any of the 
following symptoms while playing a video game — dizziness, altered vision, eye or muscle 
twitches, loss of awareness, disorientation, any involuntary movement, or convulsions — 
IMMEDIATELY discontinue use and consult your physician before resuming play. 


Warning to owners of projection televisions: 


Do not connect your PlayStation®2 console to a projection TV without first consulting the 
user manual for your projection TV, unless it is of the LCD type. Otherwise, it may perma- 
nently damage your TV screen. 


Use of unauthorized product: 


The use of software or peripherals not authorized by Sony Computer Entertainment 
America may damage your console and/or invalidate your warranty. Only official or 
licensed peripherals should be used in the controller ports or memory card slots. 


Handling Your PlayStation®2 disc: 


¢ This disc is intended for use only with PlayStation®2 consoles with the NTSC 
U/C designation. 

¢ Do not bend it, crush it, or submerge it in liquids. 

* Do not leave it in direct sunlight or near a radiator or other source of heat. 

Be sure to take an occasional rest break during extended play. 

¢ Keep this compact disc clean. Always hold the disc by the edges and keep it in 
its protective case when not in use. Clean the disc with a lint-free, soft, dry 
cloth, wiping in straight lines from center to outer edge. Never use solvents or 
abrasive cleaners. 


This product has been rated by the Entertainment Software Rating Board. For information 
about the ESRB rating, or to comment about the appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 
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Getting Started 


“I’m up for any challenge!” 
-PRYZM. 


PlayStation®2 Console 


MEMORY CARD slot 2 
MEMORY CARD slot 1 
G 


disc tray 
RESET button 


(OPEN) button 


USB connector a 
$400 i.LINK connector 
controller port 1 


controller port 2 


Set up the PlayStation®2 computer entertainment system according 
to the instructions in its instruction manual. Make sure the MAIN 
POWER switch (located on the back of the console) is turned on. 
Press the RESET button. When the power indicator lights up, press 
the OPEN button and the disc tray will open. Place the PRYZM™ 
Chapter One: The Dark Unicorn™ disc on the disc tray with the 
label side facing up. Press the OPEN button again and the disc 
tray will close. Attach game controllers and other peripherals, as 


appropriate. Follow on-screen instructions and refer to this 


manual for information on using the software. 


DUALSHOCK®2 ANALOG CONTROLLER 


“But before you set out, I see we must 
help you address some issues.” 
-ZAAIRRENA. 


L2 button 

Lt i | = 
j= ) 
tha 


zronstwne 


directional 
buttons 


left analog stick 
(L3 button when pushed down) 


R2 button 


i eeae R1 button 


A button 
© button 


SELECT button X_ button 
ANALOG mode button C1 button 
START button 


right analog stick 
(R3 button when pushed down) 


Menu Controls 
L2 button/ R2 button 


®&button 
® button 


__ Switch betweenlands 


_ Select an available level within a land 


Confirm selection __ 


Return to previous screen 


Gameplay Controls 


START button Pause / Pause Menu ai ee 
left analog stick _ Move Pryzm 

left analog stick + LI button ___ Backup Pryzm _ 

left analog stick + L2 button Charge Pryzm | 8 i 


right analog stick __ 


right analog stick __ 


___ Move Karrock’s staff in a local attack 


Move Karrack’s staff as radar 


right analog stick + RI button 


(®)button on ground 


___First person look about mode 


___Pryzm Hovers _ 


()button in air 


Magic Wind Spell 


©) button. ees _ Cast Karrock’s major magic* 
Qbutton i Cast Pryzm’s major magic* * 
Opbutton ___Cycle Magic Focus s 

R2 button Focus magic on a target 

R3 button Show Tally and radar display _ bake 


* Note: Both Pryzm’s and Karrock’s major magic can benefit from focusing on a 
particular target by using the R2 button. Indeed, there are instances where such 
magic will only be effective if it is focused on a target. 


-YATU 


Main Menu 


NEW GAME 
LOAD GAME 
OPTIONS 
EXTRAS 


From the Main Menu, you can begin a new game, load a previously 
saved game, go to the Options Menu, or go to the Extras Menu. Use 
the directional buttons or left analog stick to highlight your selection, 


then press the ®) button to confirm. 


Start Game 

First, select one of six slots in which to save your game. The save 
game feature is automatic so you don’t need to worry about periodi- 
cally saving your game. Once you’ve selected your slot, enter a name 
of up to twelve characters, select “OK,” press ®) to confirm, and let 
the quest begin! 


Load Game 

If you have previously saved a PRYZM™ Chapter One: The Dark 
Unicorn™ game onto a memory card (for PlayStation®2), you can 
load it and continue on your quest! See Saving and Loading on 
page 17 for more information. 


Options Menu 


P t 


4 Sound FX === 


Vibration 


aN 


+ 


a 
£ @accept 


Here you’ ll find all the settings you need to tailor PRYZM™ Chapter 
One: The Dark Unicorn™ to your own tastes. Use the up or down 
directional button to highlight an option. Use the left or right 
directional button to adjust sound FX volume and music volume. 

You can also use left or right to turn on or off dialogue or vibration. 


' Art Gallery rn 
ff E 


4 


¢ P 
ART GALLERY 
MO VIE GALLERY 
» 


CREDITS 


BA 


& @setect 


Here you can view sketch art that was created in the making of the 
game. Use the up or down directional button to highlight a story 
sequence. Press the &) button to view the sequence. Please note that 
you will be unlocking the artwork for viewing as you progress through 
the game. The titles of artwork that still remain to be unlocked will be 
masked by question marks. 


Movie Gallery 

Here you can revisit previously viewed story sequences. Use the 

up or down directional button to highlight a story sequence. Press 

the ®) button to view the sequence. Please note that you will only 

be able to see those story sequences that have already occurred in the 
. game. The rest of the sequences will remain locked and their titles 

masked with question marks until such time as they become available 


for viewing. 


Credits 
This hi ts all the people who worked on the game. 


CONTINUE 
OPTIONS 
EXIT TO MAIN MENU 


VIEW MAP 


At any point while you are playing as Pryzm and Karrock you can 
press the START button to pause the game. This will take you to the 
Pause Menu. Use the up or down directional button to highlight an 
option. Press the ®) button to activate the selected option. 


Continue: Go back to where you left the game. 
Options: Go to the Options Menu. 
Exit to Main Menu: Go to the Main Menu. 


View Map: Go to the Map Menu. 


SAS-LUM 


Nymph Marshes 


SAY-SUE 
Whispering Marsh 


Here you can select a level to enter. Use the L2 and R2 buttons 
to rotate the map and display one of the four worlds. Use the 
left or right directional button to select an available level from a 
world. The first level of each world will always be available. 
The next level in the chain will become available only after you 
have completed the prior level. Press the ) button to enter the 
selected level. 


Luminantia 


“It is as if a huge spider has 
imprisoned the lands in its vast web.” 
AeABEUL 
History 
Long ago, the gnomes, trolls, elves, and nymphs each had their own 
beautiful land. Then the plague came, twisting the lands into horrific 
mutations of their former glory. Those who could not outrun the wave 
of evil mutated into monsters. The wise amongst the races fled to 
Tu-lum, seeking refuge in the land of the unicorns. The refugees soon 
began to whisper, however, that the unicorns must somehow be 
responsible for the plague, since all the lands were infected save for 
Tu-lum. Anrenna, the last unicorn in a long line of seers, had a vision 
of a winged unicorn with a sunburst marking who would cleanse 
the lands of the plague and heal those who had been mutated into 
monsters. This prophecy turned the mistrust of many of the refugees 
to hope, but many remained unconvinced. Years later, when Pryzm 
was born bearing the sunburst marking, it was whispered amongst the 
various races that she fit the seer’s description. 


Now dawns a day like no other in Luminantia. It is the day that Pryzm 
comes of age. Never before has a lone unicorn been the focus of so 
much hope and so much hatred. Join Pryzm as she stands before the 


High Council and faces off against Karrock, the arch-mage of the 
trolls. So begins... PRYZM Chapter One: The Dark Unicorn. 


Tu-Ium (Unicorn Valley) 
The beautiful valley of the unicorns is the only land unaffected by the 


plague. It is home to Pryzm and the Unicorn Council. Here many 
seek rest and wisdom. 


Lum-mas (Troll Mountains) 

In the north is “The Land of Fire and Ice.” It is a mountainous land 
that gives birth to the extremes of nature from lava flows to enormous 
glaciers. It was once the home of the trolls. 


Lum-moo (Gnome Hills) 

In the east is “The Land of Hills and Meadow.” It is a very fertile and 
picturesque countryside of rolling hills and pasturelands. It was once 
the cradle of the gnomes. 


Sas-Ium (Nymph Marshes) 

In the south is “The Land of Moonlight and Water.” This exotic and 
mysterious realm gave birth to the nymphs through the enchantment of 
moonlight and water. 


Quin-Ilum (Elven Woods) 
In the west is “The Land of Leaf and Bough.” It is a heavily forested 


region in which the noble elves once built their treetop cities. 


“Go, my friends, and fight the good fight.” 
-MAYRU. 


To “fight the good fight” you’ll need to cleanse each land of the 
plague by changing the plague flowers back into their healthy state. 
You do so by casting healing magic on them until they are free of the 
plague. Be forewarned that mutated creatures will try to stop you. 
Indeed, many of the mutant creatures have a red energy connecting 
them to a plague flower. All the creatures connected to a plague 
flower in this way will need to be healed before the plague flower 
itself becomes vulnerable to healing magic. 


At the end of each of the four lands, you’ll have to face off against 
and heal that land’s ultimate sovereign. Once all the lands are healed, 
be prepared to take on the source of the plague in one final battle. 
Throughout the quest, you must stargaze how best to use the magical 
energy that Pryzm and Karrock share to power their spells, as well as 


make the best use of their other abilities. 


Movement 


Normal 

Use the left analog stick to move Pryzm about in a normal fashion: 
forward to move her ahead, left or right to turn her, and back to stop 
and back up. 


Charge 

While directing Pryzm with the left analog stick, press and hold the 
L2 button to make her charge. Charging has several advantages. It 
allows you to outrun some enemies or projectiles. It also allows you 
to gain the necessary speed to make certain jumps. Finally, within the 
initial few moments of starting a charge, your magic shield will inflict 
healing magic on the enemies you strike. 


Hovering 


Press the ) button to hover. Hovering allows you to jump over 
objects and gaps, and avoid certain attacks. 


Modes 


“Look” Mode 


Press and hold the R1 button to enter first person perspective. 


Use the right analog stick to look about. 


Magic Shield 
A magic shield is automatically generated from the amulet around 
Pryzm’s neck. It protects Pryzm and Karrock from the lands’ corrupt- 
ing power as well as absorbing attacks. Absorbing attacks, however, 
weakens the magic shield. You can recharge the shield energy by 
coming into contact with cleansed ground. If the magic shield is 
weakened to the point of total collapse, it will expend the last bit of its 
energy to transport Pryzm and Karrock back to Tu-lum. There Pryzm 
and Karrock are healed by the Unicorn Council and then returned to 
the last flower they healed. Please note that for the sake of game play, 
this sequence of events has been shortened so that you will only see 
the shield failing followed immediately by Pryzm and Karrock being 
returned to the last flower they healed. 


Magic Pool 
Both Pryzm and Karrock draw their magic energy from the same pool. 
_ If the pool is completely drained, they will not be able to cast major 

_ magic until the pool is replenished. To replenish the pool, move 

_ Pryzm over cleansed ground. 


inor Magic 


Wind Attack 
When Pryzm is hovering, press the ®) button again to trigger her 
wind attack. She’ll release a burst of wind magic that pushes all 
nearby enemies away from her. 


Melee Staff Attack 

Use the right analog stick to release Karrock’s staff energy. This 

energy hovers a short distance away from Karrock in the direction the 
right analog stick is pointing. Rotate the right analog stick in a circle to 
get the best results with this energy. When the staff energy strikes an 
enemy it inflicts healing magic. Also when the staff energy strikes an 
enemy that has attached itself to your magic shield, the staff energy will 
knock the enemy off, freeing you from the attack. Finally, the staff 
energy homes in on plague flowers. When you point the right analog 
stick in the direction of a plague flower, the staff’s energy floating 
beside Pryzm will redden. To get an even clearer idea of the location 
and status of the plague flowers, press down on the right analog stick 
to hit the R3 button. In the upper left hand side of the screen a tally 
will display the number of healed flowers in relation to the total 
flowers in the level. In the upper right hand side of the screen a 
radar display will show you your relationship to the plague flowers 
and call out the next plague flower to be healed. 


Major Magic 
Major Magic has several effects. 


First, it influences the actions of plagued creatures. How the magic 
affects the creatures differs depending on which land you are in. All the 
varied effects, however, in one way or another allow you to control and 
win encounters with “enemies” despite being outnumbered. The last 
part of this section specifies these effects. 


Second, Major Magic, as well as Pryzm’s charge attack, are both useful 
to penetrate plague shielding that surrounds some of the creatures. Until 
this shielding is permanently broken, Karrock's melee staff attack will 
have no affect on such shielded creatures. That said, Major Magic also 


_ has a small healing affect on all plagued creatures. In fact, Karrock’s 
_ Angeles spell has a healing affect that is equivalent to Pryzm’s 
_ charge or Karrock’s staff. 


‘inally, combining Karrock’s and Pryzm’s major magic is the only 
way to heal each land’s ultimate sovereign and the final vessel of the 
plague. To combine their major magic, pool Karrock’s magic around 
the target and then ignite it by firing Pryzm’s magic into the pool. 


Lum-mas (Troll Mountains) 
Pryzm - Freeze spell: Immobilizes the target for a short period of time. 


Karrock — Expunge spell: Creates a fear flame that causes every enemy 
who catches fire to run away. 


Lum-m0o0 (Gnome Hills) 
Pryzm — Dust Devil spell: Creates a swirling vortex that pulls enemy 
towards it. Those caught in the swirling vortex are immobilized for a 


short period of time. 


Karrock — Whirlwind spell: Creates a whirlwind that pulls enemies 
towards it. Those caught in it are stunned for a short period of time. 


Sas-Ium (Nymph Marshes) 


Pryzm — Spirit Flame spell: A stream of fiery energy pushes 
the target away. 


Karrock — Angeles spell: Creates rain like magic that has a healing 
effect on those it touches. 


Quin-lIum (Elven Woods) 


Pryzm -— Bewilder spell: An ancient spirit of confusion causes the target ) 
to attack its comrades. 


Karrock — Harmony spell: A magic mist that causes a group ‘ 
of enemies to become immobile. 


> 


“You have done much. 
Yet much more remains to be done.” 
-~-ZAIRRENA 
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- Select Game File 


EMPTY 
EMPTY 
EMPTY 
EMPTY 
EMPTY 
EMPTY - 


© deicte 


PRYZM™ Chapter One:The Dark Unicorn™ automatically saves data 
during a game with the use of a memory card (8MB) (for PlayStation®2). 
Insert a memory card into MEMORY CARD slot | of the PlayStation®2 
computer entertainment system before starting a new game or loading a 
saved game. A PRYZM Chapter One: The Dark Unicorn file uses 114KB 
of memory and has room for six saved games. 


Load Game Menu 

The Load Game menu can be accessed from the Main Menu. Once here, 
use the left or right directional button to select the MEMORY CARD slot 
that holds the memory card where you saved your game. If there is no 
memory card containing a PRYZM Chapter One: The Dark Unicorn 

file you will be prompted to provide one. 


\ 


Once you have a memory card selected, choose a Save Game Block with 
the left or right directional button. Once you have chosen a 
MEMORY CARD slot, press the ®) button. 
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In the unlikely event of a problem with your product ("Product"), you may only need simple instructions to correct the problem. Please contact the TDK 
Mediactive Product Support Department at (818) 878-0505 or on the web at www.tdk-mediactive.com before returning the Product to a retailer. 


If a TDK Mediactive service technician is unable to solve the problem by phone or on the web via e-mail, he will authorize you to return the Product, at your 
tisk of damage, freight and insurance prepaid by you, together with your dated sales slip or similar proof-of-purchase within the ninety (90) day warranty. 
period to: 


TDK Mediactiye 

26115 Mureau Rd., Suite B 
Calabasas, CA 91302-3126 
Attn: Product Support 


TDK Mediactive is not responsible for unauthorized returns of Product and reserves the right to send such unauthorized returns back to customers. 


COPYRIGHT 


PRYZM TM & © TDK Mediactive, Inc. All characters and related indicia are trademarks of and copyrighted by TDK Mediactive, Inc. 
PRYZM Chapter One: The Dark Unicorn TM & © 2002 TDK Mediactive, Inc. All Rights Reserved. Developed by CE Digital Illusions Canada, Inc. 
Tools & Technology © CE Digital Illusions Canada, Inc. 


All elements of this product have been copyrighted. All elements not originally created by TDK Mediactive, Inc. (hereinafter referred to as 
TDK MEDIACTIVE) are licensed by the respective licensors. Please refer to the insert and package for specific attributes, legal notices, and 
restrictions, This manual and all contents described within it are copyrighted. All Rights Reserved. 


Under existing copyright laws, this product and associated package components (whether complete or only a portion thereof) cannot be copied without prior 
written consent of TDK MEDIACTIVE. The same property and copyright notices must be affixed to any permitted copies as were affixed to the original. 
This exception does not allow copies to be made for others, whether or not sold. Under federal law, copying includes translating into another language or 
format. Using the audio segments in any multimedia presentation intended for audiences may obligate you to pay a small fee per person in accordance to 
ASCAP / BMI or other performer's rights organizations. 


LICENSE AGREEMENT 

This is a license agreement between you (either an individual or an entity) the end user, and TDK MEDIACTIVE. TDK MEDIACTIVE hereby grants to 
you, the owner of this product, a non-exclusive license agreement to use the enclosed software, subject to the terms and restrictions set forth in this 
non-exclusive agreement. If you do not agree to these terms as set forth herein, you must return the unused product to the manufacturer, 


LIMITED WARRANTY 


TDK MEDIACTIVE warrants that this product will perform substantially in accordance with the accompanying written materials for a period of ninety (90) 
days from the date of receipt. Any implied warranties on the product are limited to ninety (90) days. Some states/jurisdictions do not allow limitations on the 
duration of an implied warranty, so the above limitation may not apply to you. 


CUSTOMER REMEDIES 

TDK MEDIACTIVE's entire liability and your exclusive remedy shall be, at TDK MEDIACTIVE's option, either a return/refund of the price paid or repair 
or replacement of the product that does not meet TDK MEDIACTIVE's limited warranty and that is returned to TDK MEDJACTIVE with a copy of your 
receipt, evidencing the date of purchase. In no event shall TDK MEDIACTIVE's liability with respect to this limited warranty exceed the cost of 
replacement of the media on which the product is recorded. This limited warranty is void if failure of the product has resulted from accident, abuse, or m 
isapplication. Any replacement of the product will be warranted for the remainder of the original warranty period or thirty (30) days, whichever is longer. 
Neither these remedies nor any product services offered by TDK MEDIACTIVE are available for the U.S. version of the product outside of the 

United States and Canada. 


NO OTHER WARRANTIES 


TDK MEDIACTIVE disclaims all other warranties, either expressed or implied, of merchantability and fitness for a particular purpose, with respect to the 
product and the accompanying written materials. TDK MEDIACTIVE does not warrant that the enclosed product or documentation is without defect or 
error or the operation of the enclosed product will be uninterrupted. 


NO LIABILITY FOR CONSEQUENTIAL DAMAGES 


In no event shall TDK MEDIACTIVE or its suppliers be liable for any damages whatsoever (including, without limitation, damages for loss of business prof- 
its, business interruption, loss of business information, or other pecuniary loss) arising out of the use or inability to use this TDK MEDIACTIVE 

product, even if TDK MEDACTIVE had been advised of the possibility of such damages. Because some states/jurisdictions do not allow limitations 

on duration of an implied warranty, the above information may not apply to you. The warranty and remedies set forth herein are exclusive and in lieu 


of all others, oral or written, expressed or implied. No dealer of TDK MEDIACTIVE product, nor distributor, TDK MEDIACTIVE agent or employee: 


is authorized to make any modifications or additions to this warranty. This warranty shall not be applicable to the extent that any provision of 
this warranty is prohibited by any federal, state, or municipal law that cannot be pre-empted. 
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